





nolanb@aol.com 


bac just been given the . 


e-mail address of the man who 
popularized video games. If it 
weren't for nim and a simpie ping 
: pong game, you never would have 
ad the opportunity to play 
‘Tempest 2000, Missile Command 
3D, or Breakout 2000 on your 
Jaguar. And it’s quite possible 
Tetris or Doom would have never 
been written either. 
As you undoubtedly know, 


Atari was started in 1972 by Nolan 


Bushnell. After months of work in 
his daughters’ room, he introduced 
Andy Capps’ bar to Pong, the first 
~ successful arcade game. It was so 

opular, the machine broke down 
Ey the end of the day because there 
were too many quarters stuffed into 
it. Several games followed Pong, 
and Atari would release the 2600 in 
1977. But, by 1976, Nolan had sold 
_ Atari to Warner for a cool $28 
million. He stayed on to help direct 


the company, Uiee Eiv Liz aZé 8. 


In 1975, Atari was making 
millions of dollars on Pong games 
alone. Mr. Bushnell was still ve 
much in charge, and this would be 
an important year in Atari’s 
history. If you could go back and 
~ talk to Mr. Bushnell, what would 
; es a Would you be able to tell 
~ him of Atari’s ups and downs 
without his leadership? Could you 
convince him Atari would become 
a failure after all it’s success with 
Pong? Would you tell him of the 
legions of Atarians who were still 
devoted to a company that wasn’t 
~ devoted to them? 
: The first thing I would suggest 
_ 1s that he not to sell Atari. Most 
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The one, the only, the 
game system that 
started it all, the 2600. 


Atarians Pacleding Mr. Bushnell 
himself) think he sold the company 
too soon. If he had kept Atari at 
least long enough to launch the 800 
computer, Ataris could very well 
been the mainstream computer of 
today. 

The next thing I would tell 


him, is to not rest on your laurals. 


Do you know how many Pong 
games were developed? There was 
the original Pong, Pong Doubles, 


QuadraPong and of course, Home 


Caw a Go we BH) woe Wr eet OU 


Pong. (I no doubt missed a few too.) 


Next, Atari would refuse to retire 
the 2600 in 1983, which led to the 
Great Video Game crash of 1984. 


e all remember those terrible 


ys, don’t we?) Atari had sold all 
the 2600’s it was going to, but they 
kept right on as if the world didn’t 
already have one. While I love the 
2600 as much as anybody, we all 
know it’s graphics couldn’t 
compete with ColecoVision or 
Intellivision. 

Finally, I would make him 
realize the importance of the 
computer market. The worst thing 
Atari did with the ST was sit on it 


for 5 years without improving on it. 


- Bushnell today? You have 





By Greg George 


Did you know the 
original STe was to 
be as powerful as 
the Falcon is? 
What do you 
iiink wouid have 
happened had the 
Puhocms been 
released in ’89? 
Who knows 
what could have 
rere ee 
one things 
differently? (One 
thing is for sure, 
the world would be a much better 
place!) Of course, if Atari had been 
more successful, chances are they 
would have pursued either games or 
computers, but not both. Would 
you be willing to give up the Jaguar 
to have the ST? Or give up the 
Falcon for the Lynx? Personally, I 
want it all. | 
So what would you oa is Mr. 
S 
address, why not drop him a line? 
Why not thank him for getting the 
ball rolling? Thank him for the 
success Atari had. Thank him for 
Missile Command, Tempest, 
Asteroids, Centipede, BattleZone, 
Breakout, and the other slew of 
games Atari created over it’s life- 
time. Don’t dwell on the failures, 
but rather, celebrate Atari’s success. 
And never let anyone forget the 
once mighty Fuji. 
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The Atari Times is your newsletter! Feel 
free to send E-Mail to any of the 
following people: 


Editor: 
Greg "Fruitman"” George 
Baten iasl polbcc fl us 


buti aE 
George "Linux Boy ” Henson 
ghenson@mail.polk.cc.fl.us 


Lee & Lori Krueger 
leekru19@nwlink.com 


Andrew Robertson 
andrew.robertson@scomagg.co.uk 





Send all snail mail letters, subscriptions 
(free!), cheats, submissions, and other 
junk to: 


Greg George : 
1531 Stevens Loop Rd. 
Babson Park, FL 33827 





\ | | 
ale Wal€ NOUCE! 
Yes, it’s that time again! (No, 
Pm noi talking about buying — 
Christmas presents!) Time to 
consider donating to the cause that 
is The Atari Times. For all my hard 
work, time, and money, I don’t 
charge a dime for this newsletter. I 
think of it as my gift to all Atarians 
- everywhere. : 
| But even the most generous 
erson needs the help of friends. 
hanks to the encouragement of 
Taz and Carl Forhan, I’m able to 
bring Atari news to millions of 
readers. Ok, not really. Just 50,000! 
_ Putting this NL together has 
brought a great deal of happiness 
_ over these past months. I really 
“enjoy chatting with all of you over 
_ the ’net and I wish everyone Joy 
over the Holidays! Ho Ho Ho! 











Fruitman’s Tops 


Rather than list all the Jaguar games this month, I thought I’d cover my favorite 
Atari games. They’re all great fun, and should be in every Atarian’s collection. 


rt Ten 

1. Tempest 2000, 97% - The best game of all time. 

2. Alien vs. Predator, 90% - The scariest Jaguar game. 

3. NBA Jam TE, 90% - Arcade fun! 

4. BattleMorph CD, 80% - 360 degree flight. Even underwater! 
9. Doom, 80% - You don’t know? 

6. Iron Soldier, 85% - Stomp on buildings! 

7. Rayman, 90% - The best Jag platformer. 

8. Defender 2000, 75% - The original rules. 

9. Missile Command 3D, 75% - Cool idea with this one. | 
10. Theme Park, 70% — ' = I spend a lot of time with this one... 

| 3 iynx il len 

1. BattleWheels, 95% . - Run those turkeys over! >thump!< 
2. Shanghai, 85% - Addicting puzzle game. 

3. Toki, 80% - Lynx’s best platformer. 

4. Blue Lightning, 90% - Eye-popping flying fun! 

5. Checkered Flag, 75% - Excellent multiplayer racing. 

6. Rampart, 80% - Fun strategy/puzzle game. 

7, BRlax, 85% - The best version anywhere. 

8. Slime World, 75% - 8 player link up! 

9. Hockey, 75% - Beat-em up! 
10. STUN Runner, 80% - The arcade classic! 


- Dungeon Master, 95% 
. Starball, 95% 
- Llamatron, 90% 


- Populous II, 85% 


1 
2 
3 
& 
S 
6. Sim City, 80% 
7 
8 
9 
0 


Ten 


The reason I bought an ST. 
Awesome pinball type game. 
The Minter classic! 

I love playing a god. 


. Frontier: Elite II, 85% Excellent "Space rogue" game. 
No taxes. Those ingrates. 

. Epic, 85% Reminds me of Battlestar Galactica. 

- Battle Chess, 75% The most creative of chess games. 

- Towers, 85% Terrific public domain RPG. 
10. Heartland, 80% Great platformer. Thanks Tony! 
Ll. Solaris, 95% 1. Food Fight, 90% 1. Star Raiders, 95% 
2. Gravitar, 85% 2. Dark Chambers, 80% 2. Donkey Kong, 85% | 
4. Space Invaders, 85% 3, BallBlazer, 85% . 3. Donkey Kong dr, 80% 
4. Defender II, 803% 4. Galaga, 80% | 4, Millipede, 85% 
5. Pitfall II, 85% 5. Xevious, 75% 5. Hardball, 80% 


Do you know Telegames 
wants to publish two more Jag 
games? That’s right, depending on 
the sales of Worms, Towers I, 
Breakout 2000, and Zero-5, 
Telegames just might release Iron 
Soldier II and World Tour Racing 
(both on CD)! In addition to this, 
Telegames may release two new 
Lynx games, Fat Bobby and 








Raiden. Houray! Let’s hear it for 
Telegames! 

We must convince Telegames 
to release IS2 and WTR. E-mail 
them at sales@telegames.com and 
tell them we need these two games! 
An even better way to show them 
Atarians have buying power, is to 
buy the new Jaguar games! See Page 
3 and buy yours today! 





? 
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lowers is FantaS /ic! 


\ ith the eminent release 
of Towers II for the Jaguar, (Which 


will be reviewed next month) I 
thought it appropriate to review the 
original Towers game written for 
the Atari ST by JV Enterprises. 
The story of Towers is told by 

acrewmember by the name of 
Marimure, who’s ship was caught in 
a magical storm. The crew, on it’s 
way to Airatose to help in the war 
: agai pat the evil Sargon, encountered 
t 





Lamini, or "Land of Towers." 
Marimure quickly discovers how 
beautiful this land is and of the 
many lords who reside in the 
towers. As one would expect, the 
taller pe tower, the richer the ee 
- Running low on money, the 
crew decide to take jobs as cGuden 
for the town sheriff while their ship 
is being repaired. The sheriff asks 
them to seek an audience with lord 


- Baniff, who hasn’t been heard from 


in some time. But, as the crew 
entered the lord’s tower, the 


entrance collapses leaving Marimure 


alone outside Baniff’s tower. 

I was plesantly surprised when 
I first fired up this game and read 
that introduction. Towers is of such 
high quality, it could have been — 
_ released as a commercial product. If 
- you’ve ever played the classic 
- Dungeon Master, you know how 





this game plays. DM was the game 
that sold the Atari ST to so many 

amers. Which is why I am quite 
wes oan in Atari for not 
working their @$$es off to get 
Towers II released before the 
Jaguar’s demise. They certainly 
would have sold a bucketload of 
Jags had they done so. 

But I digress. In Towers, you 

assume the role of one of four 


‘ adventurerers trapped in lord 


Baniff’s tower. Your primary goal 





e storm in this fantasy 
which ripped role-playing 
a 6 foot hole epic 1s to 
in the ship’s explore 
hull! endless mazes 
Luckily, a killing 
nee monsters, 
onboard picking u 
held the items, an 
waters back figuring out 
until they puzzles. The 
could reach maze graphics 
ae Ok, so this is really Towers II. But have Very 
3 ‘he ship Towers is very similar. Only I haven’t little - 
eventually lands at found that jumpy guy yet... variation, but you 
a place called may notice the ceiling 


isn’t always of the same height. (Big 
deal? This improves on DM!) The 
monster and object graphics are 
quite detailed, however monotone | 
in coior. Of course, you don’t think 
about that too much when you’re 
getting beaten up by a troll! 

~ Aside from the title and 
introduction, there is no music to 


| speak of. And for some odd reason, 
§ 


e title music is whacked on my 
machine. Half of it sounds great, 
the other half is totally screwy. I 


don’t know if it’s the computer’s 


fault or the software. In any case, 


-T’m forced to immediately turn the 


sound down whenever I start the 
game. The sound effects are 
adaquate, but the "step" noise you 
make as you walk is quite 
annoying. I also miss the "oooff!" 
sound you make in DM when you 
run into a wall. 





By Greg George 


Towers is not crippled in any 
way, shape or form. It even has a 
multiplayer option allowing 2 
peo : to play over MIDI or null- 
modem cables. (Sounds like fun!) 
However, maximize your 
enjoyment, JV recommends you 
purchase their manual for $15. It’s a 
small price to pay for a such 
wonderful RPG game. And Pl bet 
it helps a lot too! 

~~ ‘The fact Towers is so much 
fun on the ST will ease the minds of 
Jaguar gamers preparing to 
purchase Towers II. Hey, if the 
original Towers can be this good, 
ou know the sequel will be even 
etter. 

Find ST Towers, hints, Falcon 
Towers II, and more at: http:// 
jvent.pho.com/ 


FTowers 7 
By: JV Hreterprises 
For: TF Atle | 

Sst “~Falcovr 

Pype- RPCa 


Cryraphics: 7S % 
Soz72zds/~Aluzsic: 63S %6 
Carrzzceplay-: S&S 2% 
Overall: 8S %8é 





Towers II, the game all Jaguar 
owners have been waiting for will 
be out this month! Call Bits Of 
Fun at 1-800-FUNJAGS or Toad 
Computers at 1-800-448-8623 to get 
your copy for only $59.95. Cheap! 
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§-bit Obscure: Rescue Terra] Se] 
— o-dIt Ubscure: nescue Lerra . 

| By Lee & Lori Krueger 
You know the most popular mission. It’s like getting 3 cartridges _ collector, don’t be afraid to shell 


games for the Atari 2600 were 
Asteroids, Breakout, Space 
Invaders, Adventure, Missile 
Command, and ET. (Just checking!) 
But do you know the obscure games? 
; Well, that’s what this column is 
about. Our friends Lee and Lori 
Krueger have contributed this for all 
you 2600 die hards out there. Games 
written for the 2600 you's never 
heard of. 
So, with no further delay, Lee 

_and Lori. Take it away guys! 


Title: Rescue Terra I 

Year Of Release: 1982 

Developer: Venture Vision 

Programmer: Dan Oliver 

- Control: Joystick | 
Game Variations: 1 Player, 

| 2 Player Team Mode 


: 
I have not discovered any so 
far. This game is blasted hard in the 
upper stages of the game. #@!! Fish 
Force Fields will challange the best 
of game players. 


This game is the only known 
release from VentureVision. The | 
compan 
ex-Apollo employees. Venture- 
Vision originally sponsoreda _ 
~ contest for $5000. It is not known if 
this contest was ever held and who 
_ the winner(s) is. An insert came 
_ packaged with Rescue Terra I 
_ dicussing the details of the contest. 


Dan Oliver (Rescue Terra I 
game developer) wrote: 
_ Rescue Terra I is gonna knock 

your socks off!I’ve come up with 
- some totally new game concepts 

. that you'll comepletely enjoy. RTI 
has multiple screens that require 

alternating strategies for a succesful 





was falda formed by - 


in one. Your objective is to trave 
from earth to Terra I. Along the 
way you will encounter meteors, 
Space Pirates, Robot Intercepters 
and Fish Force Fields. Your on 
board computer continually 
computes the remaining distance to 
Terral. — ; Hd = 
Although your mission is 


extremely Lazardous, and your | 
probability of success less than nil, 
the most important aspect I have - 


built into RTT is long lasting fun! 
GoodLuck! 
(Reprinted from back of the box) 


Lee Krueger wrote: 

This is one of my favorite 2600 
games of all time. If you think this 
is just another average game from 
ex-Apollo game designers, think 


_ again! Like Dan states on the box, 


this game is designed for lasting fun 
and challenge. Hf oing does manage 
to get past the Meteors, Space 
Pirates, and the Robot Interceptors, 
those #@!! Fish Force Fields will 
most certainly deflate the biggest of 
egos (I mean those guys are HARD 


_ to get past). This game gets an A+ 


the way around. It borrows alot 
of great gaming concepts from 
other 2600 games of the era and 
brings them all together beautifully 
to create a new gaming experience 
unlike any other shooter you’ve 
ever played on the 2600. The 
graphics are superb and the controls 


are nearly . ect. I challenge 
in 


anyone to finish this game. I would 
like to here from you if you have. 
To bad VentureVision faded away. 
It would have been nice to see some 
more products from these folks. As 
it is, this game is one of the hardest 
ER games out there to find. I 
recently showed this game at a game 
collectors meeting and the response 
from 2600 gamers was pure 
amazement. If you can find RTI in 


-an auction or from a fellow 





out your hard earned cash for it, it’s 
worth every penny. 
rr igh 


Orders: 
TERRA I is Earth’s main 
supplier of Zenbar crystals. These 


crystals supply 70% of Earth’s 


‘anergy, Terra Lis managed by a 


te ie 


highly sophisticated computer 
system which controls all planetary 
electromechanical equipment, 
including the robot driven defense 
system. 

...Apparently, Terra I’s 
computer system has been : 
sabotaged. All crystal shipments are 
being turned over to space pirates 
who operate in Terra I’s quadrant 
of the universe. Terra I’s own 
defense systems are being used to 
aid these pirates in their activities. 

... Your orders are to proceed 
to Terra I. Destroy all pirates and 
electromechanical systems which 
pose a threat to your ship. 


Reconnaissance Report: 

You will be assigned the fleets’ 
newest and most sophis- ticated 
fighter, the F-711 Starwarrior. This 
ship is equipped with laser cannons 
and a computer- ized navigational 
pha which constantly calculates 
the distance in light years to your 
ultimate objective. 


Probability Of Mission Success: 

Your chances of success are 
slim but not impossible. Strategic 
Flight Wing Command estimates 
that only one pilot in a thousand 
can reach Terra I. 

But...you are the best; that’s 
why you were chosen. Good Luck! 


1=Very Poor 


Sound: 3 
Overall: 5 


ss 


Graphics: 5 
Gameplay: 5 





Jaguar Theme Park P 


I love Theme Parks! I love the | 


way it always seems to rain on the 
one day you decide to go! I love it 
when you get there and all the best 
rides have been switched off! I also 
love standing in a queue for 3 hours 
for a ride that lasts 3 minutes - 
while all the time needing the toilet! 
Then came our turn to build 
our own and to get stuck while 


doing so. This playguide should | : 


help everyone get every last dollar 
from the little peoples’ pockets! 


Bugs: | Oo9% 2 ® 
There is a ’bad’ version of 
Jaguar Theme Park going around. 
In one instance, when you built _ 
paths and rides next to the bottom 
- perimeter wall then the little peeps 
would start walking over every- 
- thing in your park (including your 
rides) like they weren’t there. When 
this happened they wouldn’t go on 
any rides or do anything but walk _ 
everywhere. I don’t know what 
other bugs are contained in this 
_ version as it was quickly replaced 
with a working copy. Try this 
when you next start a park and if 
the pon occurs then get the cart 
replaced. es ar 


Remember: ges 
_ . The Jaguar Theme Park has . 
one of the worst save game options 
_ [have ever seen. You can only save 
_ your park when you sell it so when 
_ you sit down with this playguide 
then make sure your not ihe 
anything in the next 3 hours! 
Starting Out: 

It’s best to play the game in the 
full simulation mode. That way you 
can buy and sell your shares as well 


. as other peoples shares but you also — 
_ have to remember to restock your — 
- warehouse every month or so. . 


. badly harm your park’s attendence —_rubk 3 
_'-. behind, You have to give each 


As soon as you start, hit the 
OPTION button on the pad and — 
set the game speed down to 20. This 
will give you more time to setup | 


your 3 , 
N’T open the park as soon 
—_ start because the little —. , 
ull come into a park that really 
isn’t ready. The word-of-mouth 
from dissatisfied customers will 


level later in the game. : 

As far as rides go. forget the 
Tree House and Merry-Go-Round. 
Invest in some research to get the 
Plane Flyer. You will haveto 
increase the game speed up to +20 
until you hear the ’ring’ noise 
which means a new bit of research 
has been completed. Set the speed 
back down to 20 and put in Ka 
new ride! You will have noticed lots 
of buses driving past with you 

inking, "All those customers 

missed". Trust me, it’s worth it to. 
have a good park reputation. 

A tip for some extra cash: You 
can put stalls and shops outside the 
park as well as in it. Put a duck 
shoot on one side and a coffee shop 
on the other. Keep the other shops 
for inside. Set the game speed to © 
about 0. ie | 


Planning The Park: 
If you are going to stay with 
the same park then you may want 
to consider these in designing the 
park layout: — ee 
1) Make it nice to look at both for 
the player and the little people. 
2) Keep the rides nicely spaced out. 
3) Think about distribution of the 
little people around the park. © 
4) What facilities work best 
grouped together (ie. Kiddies 
rides and Balloon World) 
5) What the climatic and financial 
conditions of the country are. 


Your Employees: a 5 atu 
Once you have laid down a 


laygutde.... 


away. You 





_by Andy Robertson 


few rides, food and drink stands, 
shops, paths and toilets then open 


_ you park. Now, place 2 entertainers 


at the front gate (outside the park). 
Make them Rhino Men.They are 
more expensive than the others but 
so much better at making people 
happy. | 
Now for those Handymen - 
who will sweep away puke and 
rubbish that the litais people leave 


Handyman a zone in which they 
work. There are a few guide-lines 
when zoning handymen: © 


1) The route has to follow the park 


paths and ride queues; 


2) You are going to have more than 


one handyman so plan out his 
zone so that: as 
a) He isn’t going across some- 
one else’s zone. a 
b) He has a limited number of 
waypoints. 3 | 
c) He isn’t covering a huge ~ 
part of the park while the 
_ rest have got little to do. 


:3) Make sure the handyman is on 


the path when you zone him. If he 


isn’t then just move him with the 


tweezers. He will patrol his zoned 


route picking up the litter as he 


‘iar by. ri rr a " 
on’t buy a mechanic straight 
will need one, sf lot 
in fact but only buy one when a 
ride is in trouble. Put him near the 
ride and bring up the Ride 
Information screen and click on the 
spanner. This will alert the closest 
mechanic who is not busy to attend 
to the ride. When you buy ina 
roller-coaster it’s shed cite to 
have a separate mechanic to only 
look after that one ride because of 


it’s tendency to break down. 
| Opening Day: ; 


People will now start to enter 
your park, and the first thing you 
will do is to repair the Bouncy 





off goi 





ee i —_____—page 5 
ddd ddd todd 


Theme Park - from page 5 


Castle. In the Ride Information 


_ screen wait until the repair status 


has gone red and then click on the 
spanner. DO NOT wait until it 
starts to smoke as this puts people 
on that ride again. 
Remember to place trees and bushes 


down to make the park look better | 


and more appealing to the 
customers. 


O.k, by now you will have a 


small, money-making theme park. 


Every time you add a ride put the 
gate price up slightly but not too. 


much. Make sure you listen to your 
advisor - especially when he talks 


about the admission prices. He’s — 
there to help but it’s sometimes 
better to do things your own way. 
When expanding your park - 
do it slowly. Just because you may 
have 3 new rides doesn’t mean you 
should put them all down at once. 
i.e. The Roller Coaster will over- 
shadow every other ride in your 
park so before you put it down let 


the people get the most out of the 
_ existing rides. During this time 


switch your research to ride 
improvement which will allow 
nee guest capacities, as well as 


helping reliability. Then, when you 


feel that the park could do with’a 


_ boost or the people are getting a bit 


bored, change your research to 
either new rides or shops and then 
bring on the Roller Coasier! - 


~ Well, that’s all for this fionth! : 


Still to come:- Park Management, 


_ The Stock Market, Shops & Rides, 


lots of lovely hints and devilish — 


_ schemes to get the most out of your 
_ park. Oh, and the cheat mode as 


well! 


Hey everyone! Andy’s still 
working on the last PlayGuide for 


_ Theme Park, but it depends on 


one thing: Your hints and tips! If 


_ you enjoy Theme Park (like the 





Test of us) send Andy your tips to: 


andrew.robertson@scomagg.co.uk 





Once again it’s time to cheat 
your way through life. But hey, they’re 
only 8 a games!! Thanks to Lonnie 
M. Smith (TheMage@aol.com) for 
writing the Jaguar cheats. As for the 
2600 ones, the person didn’t give his 
namel | 


Adventure (2600) ) 

On game two or three, go to 
the maze in the Black’Castle. One 
screen left of the first maze screen 





_ will thicker if you carry an object in ~ 
there meaning one thing, there’s 


ANOTHER object in there. At the 
bottom center of this room is a 
closed off cubicle, use the bridge 

to get in there and you should pick 
up a “dot”. Carry rhe to the screen 
just above the catacombs (one 
screen down and to the right of the 
Gold Castle) and be careful not to 
lose it as it’s the same color as the 
outside ground. Drop it there and _ 
bring two other items onto the 
screen, run right through the line 
on the right side of the screen and 
witness : first ever Easter Egg. 


BattleMorph ag CD) 
~ Comedy Mode: Enter "A 
NAME’ for a new player. Sound 


confirms. Play a game. 


| Blue Lightning (Ja CD) 


:04+14+24+445464749, 
Sound confirms. Play a game. 


Breakout (2600) 

Select a "catch" game and catch 
your last ball. Press SELECT and 
release the ball. You'll play in the 
attract mode (complete with color 
shift!) score no points, but you’ll 
keep getting new balls when you 
miss. 


Defender (2600) 

Get to the 25th wave, and 
capture a humanoid. Fly to the 25th 
line of resolution (the height your 





ship starts from) and any remaining 
enemies will change to "BP", Bob 
Polaro. 


Missile Command (2600) _ 
Select game 13. Let missiles 

rain on all your cities and waste all 

your missiles without scoring any 


_ points. The rubble of the rightmost 
city will change to "RF", the 
_ programmer’s initials (Rob Fulop) 


Space Invaders (2600) 
Hold RESET when you power 
on the system, and start the game. 


You'll have double shots. This will 


only work for game 1. 
Yar’s Revenge (2600) 


Swirl in mid-air. Position 
Yar so that spot on it’s back is in 
the same vertical plane as the black 
"streak". Programmer’s initials 
will appear after explosion 
(HSWWSH = Howard Scott 
Warshaw) eg 





(* + #), then choose play from 


Main Menu. | 


select screen): 4,0,8,5,7,4,1,4 


Web Removal 


Due to some unfortunate 
"political" events at my work, The 
Atan Times web page was taken 
down. Don’t worry, I won’t forget 
about getting an online version of 
the NL out there. I’m currently 
seareiae fet a site that will give me 
a free web page. So if you know of 
such a place that will allow me to 
upload my .HTMs, write me at 
ggeorge@ mail.polk.cc.fl.us. Hey, 
if anyone should have a web page it _ 


should be me!! 
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But mom, 


Fis a little backgound on this 


interesting turn of events. One day 
Greg (my good friend and co- 
pe a brought in the GEMulator. 
All I knew of the GEMulator was 
that it emulated a now almost 
outdated computer. I thought to 
myself "Well here is another Atari 
toy to play with..." Greg explained 
to me te card and software was to 
emuiate the Atari ST. 
| This was all fine and dandy, 
but was purpose did it serve? Greg 
installed the card and the software; 
the desktop painted itself and the 
busy bee of the ST sat on the 
screen. Greg was truly estatic. I 
thought this was cute and thought 
"Whoa, another GUI." While Greg 
tinkered with it for a little while 
and set his preferences, he started 
| aan ing to mea little about the 


| After working on computers 

for a number of years I have seen 
quite a few different types of OSes. 
I generally prefer the CLI’s due to 

the fact that they are normally 
faster. This with the fact I have 
been raised in an Intel household 
~ led me to DOS and Linux. Now 
coming from this background I 
_ didn’t find Atari STs overly | 

exiting... ‘til I took the mouse! I 

tried the controls and the next thing 
I knew I had caught the ’Atari Bug’ 
and was asking what the real ST 
was like. | 

Greg said to wait until next 

~ week. So I did, and he brought in 
- his ST. This was great, a computer 
_ that was powerful and simple to 
control. The perfect balance of 
form and function. What could be 
better right? 

Over the next months Greg 
introduced me to the base of the 
Atari line. Sure I once had a 2600, 
but then again, who didn’t? As I 
~ found out more about Atari, I 
_ taught Greg about the world of 


Linux. This was mild compared to 
what happened next. 

One day while web crawling, 
we found a page of emulators. We 
looked at each other and wondered 
what the chances they’d have an 
Atari emulator. Well we looked 
down the page and we found a 2600 
emulator. So we downloaded it and 
the next thing we knew we were 


_ playing Frogger ona Pentium! I. 
_ fouwad a Linux port, whica made me 
happy. I took it home and started — 


o 


- playing all the classic games of | 


yesteryear. I thought "Well, what if 
someone made a ST emulator of 
Linux??" Next thing I knew, I had 
found STonX. 

For those out there who are 
lost, STonX is a ST emulator that 
runs on Xwindows. Xwindows is 
the GUI which runs on most of the 
Unix boxes (Linux is a Unix clone). 
Why would I want this you might 
ask? Well for me, Linux is a way of 
life not just an OS, and I don’t like 
MicroSquash Windoze 95. 

After ftp-ing the source code (a 
common thing in the Linux 
community... it’s FREE as long as 
you follow the GNU rules), I tried 
a compile STonX on a box at work. 


I knew it would take a while, so I 


went out to lunch. Sad te say it did 


not work. :( I thought the box was a 
little unde pea te anyway, so I 
copied all the files and tried it on 
the box at home. Alas, this did not 
help either. The emulator would 
start, and then crash the whole 
system. So I stored the source and 
waited... 

As time passed Greg kept after 
me, "How is STonX coming 
George?" as he sat there smug] 
playing Solaris. Well, one seekeud 
I had enough of his taunting and 


was determend to get STonX to 


work! 
I had built another Linux box 
at home, with a newer version of 


the OS and I thought this would be 
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a good place to start. So I put the 
code on the box, started the 
compile, and went to bed. When I 
woke up the next morning I 
hurried over to the box and quickly 
fired up the emulator. The little 
bombs did not show up this time... 
a definite improvement over the last 
compile! 

got the little bee onscreen and 


now I was ecstatic!! The same glow 


on Greg's face wnen he started the 
EM ae Nf now SE ire At 

ast, | had what was rot equal 
toa AtariST ina eiadio. This was 
great! 

The machine I finally got it to 
work on was a 486/33 with about 
8meg of RAM and a good 15meg of 
swap space. I would call it slow but 
then again, I wouldn’t want to 
insult slow that way. I thought 
about it for a while and to emulate 
a 68000 and run all the other junk 
in the background, it was | 
impressive. I guess I shouldn’t have 


made an ST with 14meg of RAM! 


. Then,-as I moved the mouse 
back and forth watching the arrow, 
it hit me... I don’t have any soft- 


ware for it! I guess that’s something 


else P’ll have to hunt down on the 
Internet. Or, maybe if I’m ast | 
Greg will let me test his sottware 


library on my new ST on a Linux 


PC!: 


Just for everyones edification, 
George wrote this entire article using 
PageStream on an emulated Atari! He 
also got a Jag for Christmas, and I’m 

lad I was able to open his eyes to new 
Toad better) things! Take care pal. 


We'll all miss you at Tech Support! 


The Official STonX Web Page: 
http://www.complang.tuwien. 
ac.at/nino/stemu.h 


Unofficial STonX Web Page: 
http://www.users.fast.net/ ~ 
smol/stonx.ht 
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